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1What is the title of this talk?
Insert some Lawyer Humor ...
All positions represented in this talk 
are the official position of the US 
Government NOT
2From the Code of Hammurabi to 
America’s Army ...
Maybe not ...






Weapons of Mass Distraction - 
America’s Army Recruits for the Real 
War
5Mission
Research, application and education in the grand 
challenges of modeling, virtual environments and 
simulation.
 3D Visual Simulation & Networked Virtual Environments
 Computer-Generated Autonomy & Computational Cognition
 Human Performance Engineering
 Immersive Technologies
 Defense and Entertainment Collaboration
 Combat Modeling & Analysis
 Unconventional Modeling
6America’s Army
Developer: The MOVES Institute,   
                   Naval Postgraduate School
Publisher: The US Army
7The NRC Report
In 1997, the National 
Research Council issued 
a report entitled Modeling 
& Simulation - Linking 
Entertainment & Defense
After the report’s 
publication, the MOVES 
Institute aligned its 
research directions with 
the agenda described.
8Entertainment as the 
main technology driver
The NRC report states that games 
and interactive entertainment (IE)—
and not defense research 
expenditures—have become the 
main technology drivers for 
networked virtual environments. 
To keep up with evolving modeling, 
virtual environment, and simulation 
technologies, it is important, 
according to the report, that DoD 
examine networked entertainment 
to ascertain the potential for joint 
investment or collaboration. 
9Army Game Project
In the fall of 1999, the 
MOVES Institute’s Army 
Game Project (AGP) 
emerged as one such 
potential investment.
10
The AGP Project 
- Its Origins & Goals
The AGP effort originated with a 
discussion between the directors of 
the MOVES Institute and of the US 
Army’s Office of Economic and 
Manpower Assessment (OEMA). 
The Army was concerned about 
falling recruitment and perceived 
the need for new initiatives aimed 
at computer-literate recruits for 
today’s high-tech Army. 
The discussion turned to the 
medium of the PC game. 
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PC Games as a Medium for 
Strategic Communication
The use of popular entertainment 
media was already well familiar: the 
Army had piggybacked 
advertisements onto newsreels in 
movie theaters in the 1930s and 
1940s and employed trailers in 
theaters and Super Bowl television 
advertisements in recent years. 
The question emerged, could the 




The MOVES Institute 
proposed a suite of 
games, ultimately named 
“Americas Army to 
recreate the U.S. Army 





The goal of “America’s Army: 
Operations” was to 
demonstrate life in the 
infantry. 
It took shape as a first-person 
mission experience that starts 
with training, which is 
required—for example, a 
player cannot use a particular 
weapon without first 
qualifying on the appropriate 
range.
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The most technological 
game to date …
For the AGP project, MOVES 
envisioned a fully 3D, accurate 
gaming environment well beyond 
any product on the market, and 
technological efforts vastly more 
complex than previous attempts. 
We wished to make an entertaining 
game that kept the player coming 
back. 
We also wanted to ascertain 
whether we could compute the 
career aptitude of a player by his or 
her proficiency in play.
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Built in secret …
The America’s Army 
game was to be built 
secretly for twenty-four 
months, until results had 
been obtained, approvals  
secured from the Army, 
and the suite’s debut had 
been made at Electronics 
Entertainment Expo (E3) 
in May 2002.
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The MOVES AGP Team
MOVES began building a 
development team by 
networking with friends and 
consultants. 
Veteran artists, designers, 
and programmers were 
recruited from industry giants 
such as Maxis, Electronic 
Arts, Sony, and Kalisto; 
between them, their expertise 




Twelve months from 
the May 2000 start, the 







MOVES Institute researchers and 
developers visited some nineteen 
Army posts, videotaping, 
photographing, and recording audio 
of everything that moved—and 
didn’t. 
The team digitized video of soldiers 
in training, equipment and 
weapons, texture details such as 
chipping paint, and realistic 
minutiae such as the appearance of 
sand at Fort Benning, Georgia. 
19
Learning to shoot …
The team learned to shoot M-16s 
and sniper rifles, hurl hand 
grenades, and fire mortars. They 
went on night parachute jumps 
with the troops and fed 
themselves to the K-9 corps 
(wearing padded suits). 
The post visits created an 
evermore motivated and informed 
group of level designers, artists, 
and game programmers, eager to 





Operations begins in 
single-player mode with a 
new recruit ready to train. 
He embarks on basic rifle 
marksmanship and 
combat training (BCT) 
through a representation 




The player’s range score 
determines his advancement. If he 
scores poorly anywhere in training, 
he will not go on until scores 
improve. 
Score well, and the player may 
advance to M-24 rifle qualification 
or US Army sniper school, where 
he will learn among other things to 
breathe at the right moment in the 
firing sequence, and get the most 
from an M-24 by using it on a bipod 
in a stationary position. 
22
Realism …
Weaponry is represented 
as precisely as possible; 
for example, weapons 
must be loaded and 
cleared as in real life, 
and the load is finite.
23
Modeling the real world …
We achieved a high level 
of verisimilitude—soldiers 
who know Fort Benning 
easily recognize it within 
the game. 
For example, the 
“Operations’” BCT 
obstacle course is timed 






features the McKenna 
Military Operations in 
Urban Terrain (MOUT) 
course at Fort Benning, 
including use of the flash 
bang as the player clears 
a dark labyrinthine 




- we are all the US Army …
In the multiplayer part of 
“Operations” as many as 26 
players can form a group (13 on 
13). 
So that no one plays a villain 
fighting the USA, each team sees 
itself as part of the US Army and 
the other team as the opposition. 
At the same time, the enemy 
perceive themselves as  the U.S. 
Army and the other side as 
villains.
26
Cooperation & Team Play
The goal is not to blast everyone in 
sight, but to cooperate as a team 
intent on a purpose, which might be 
to identify a weapons cache, rescue 
a POW, or perhaps assault an 
airfield. 
Scenarios are designed so that 
mission goals and objectives make 
sense to both teams, requiring one 
group to assault and the other to 
defend.
27
Playing by the rules …
All players abide by rules of 
warfare. If a player violates the 
Uniform Code of Military Justice, 
rules of engagement, or laws of 
land warfare, reprisal is instant; he 
will find himself in a cell at Fort 
Leavenworth, accompanied by a 
mournful harmonica playing the 
blues. 
Continued violation of the rules may 
cause a player to be eliminated 
from the game. 
To rejoin, the player must create a 







Academy of Interactive 
Arts & Sciences
Finalists for 2003's PC First Person Action Game of the 
Year include: 
     No One Lives Forever 2: A Spy in H.A.R.M.'s Way,      
published by Sierra Entertainment, developed by Monolith;
 
     Medal of Honor: Allied Assault, published by Electronic Arts, 
developed by 2015 Inc.; 
    America's Army, published and developed by the US Army. 
Award ceremony in Las Vegas 27 Feb 2003 at the Academy of 



















































Online game in support
of recruiting






People are doing their thesis on the game!
 How many are in this room?
Soldiers playing as a community.
International play - 35%!
 Croatia?
61
Croatia & the Roman 
Empire Strategy
I had a free lunch in the Pentagon, having been tapped as an invitee for a
formal luncheon for visiting Croatian General Staff bubbas.
One of the Captains was very familiar with the Army recruiting tool first
person shooter, said its taken Croatia by storm.  The only Croatian PC
magazine actually released one of their last issues with an attached DVD in
the wrapper so that every subscriber would have a copy.  This was a first
for Croatia, they usually include CDs with each issue but they splurged on
the DVD because of the interest level.
I'd guess download speeds are bad.
The Captain said everyone is playing it; all his tech-savvy guys are doing
that instead of work.  Then others joined the discussion and said that it
trained in US values, if you wanted to play there was no shooting
non-combatants, friendlies, etc.  No-one bought up IO explicitly.  The GO's




The captain also made a friendly type accusation that we had re-invented the
Roman Republic - his army and country is very aware that if a person can join
the American Army they get automatic US citizenship, an incalculable offer
in that part of the world.  He wondered where we were recruiting and if
there were visas for joining, and was astonished when I said that I didn't
think we had any overseas recruiting offices focused on getting recruits
from other countries.
I'll never see or talk to him again, but I thought you might like to know,
since you're in that business.  Maybe there's some teasers there.  I know
one of my Grandfathers was signed up in Ireland to fight in the Union Army,
free transport, and he didn't even speak English, although he served in an
all-Irish unit.  Probably not that bad now, the officers said that all
children automatically took English in grammar and high school.
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As of November 2003
   Total registered users = 2,249,251
   Total completed basic training = 1,414,718




290M+ missions, at 7 minutes/mission, divide 
by 1.4M players, 24 hours/player!
How long is 290M+ times 7 minutes?
 33.8M hours, 1.409M days, 3,862 years
 About $236M at minimum wage ...
3862 - 2003 = 1859 BC
 The Code of Hammurabi - code of laws covering 
property, real estate, trade and business, family 
and labor, loans, contracts recognized that 
responsibility cannot be shifted.
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America’s Army 2.0Questions?
Michael Zyda, Director
The MOVES Institute
zyda@movesinstitute.org
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